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Abstract. This article provides a solution to the problem of comprehensibility of educational material in 
the process of training participants in the educational process in higher educational institutions. This 
problem is solved by analyzing the various forms of education and communication, such as passive, active 
and interactive. The article also provides a classification of interactive methods. It also presents an example 
of interactive teaching methods in the educational process, the author's board game «Master Risk», which is 
designed to enhance the practical training in the course «Management». The game simulates two procedures 
of risk management «Risk Identification» and «Risk Analysis». The game «Master Risk» allows 
participants of the educational process to enhance theoretical knowledge and practical skills in areas of 
project management and risk management. Introduction of the game to the educational process should 
improve the cognitive activity of the participants of training and help obtaining new knowledge using 
modern educational technologies, skills to work in a team (group) and develop professional skills as well as 
general cultural competences. 
Introduction 
Optimization of the educational process for the 
formation of professional and general competences is 
quite topical in higher educational establishments 
The effectiveness of learning in higher educational 
establishments is influenced by many factors, such as 
skills to organize effective educational activities, 
organization of self-training, testing and monitoring of 
comprehensibility of educational material, etc. 
Simultaneous consideration of these factors creates 
pedagogical problems, which can be solved by modern 
educational methods and tools (Figure 1).  
In this context, the aim of the article is to look for 
pedagogical tools that would increase the effectiveness 
of educational material retention in training of 
participants. To achieve this goal the following tasks 
have been accomplished: 
1. Passive, active and interactive methods used in the 
educational process are analyzed; 
2. The systems of classifications of passive, active 
and interactive methods are considered; 
3. The board game «Master Risk» that imitates the 
basic business processes of project activities and risk 
management is developed.  
Analysis of active, passive and 
interactive methods 
According to the federal state educational standards, 
higher education shall be directed to the formation and 
development of the common cultural and professional 
competencies of the participants of education. Moreover, 
it should be noted that for the development of these 
competencies active and interactive teaching methods 
should be used. Let us consider these methods in detail. 
 
 
 
Fig. 1. Forms of training and interaction 
 
According R. Kaspina and L. Plotnikova, interactive 
education is a command style of learning, where all 
participants of the educational process interact with each 
other, exchange information, jointly solve problems and 
make decisions [1]. 
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The game «Master Risk» 
Now let us consider the example of the training session 
in the subject «Management» for students of economic 
major, using the board game. Despite the fact that among 
the methods of training simulation games are used less 
frequently, it should be noted that the game form of 
training allows increasing the comprehensibility of 
educational material. The game often includes a group 
exercise to develop solutions in conditions simulating 
reality [8]. 
As an example, we will consider the board game 
«Master Risk», which significantly increases the 
comprehensibility of educational material in the learning 
process. «Master Risk» is a board game designed for 
practical training in the «Management» course. It can 
also be used to consolidate the theoretical knowledge in 
the areas of project management and risk management. 
The main educational goal of the game is the formation 
and development of the general cultural and professional 
competencies of the participants of training, such as: 
• Understanding of the verbal and numerical scale of 
Harrington; 
• Development of skills necessary for risk analysis, 
namely the skills to determine the probability and impact 
of risk events; 
• development of skills needed for the classification 
of adverse risks; 
• development of communication skills. 
According to the rules of the game «Master Risk» 
there are two teams, three players against other three. 
Total number of players is six. Members of these teams 
act as project managers who manage the project team. 
The game «Master Risk» simulates the life cycle of the 
project, where during project development a variety of 
risks may occur. 
The game consists of two stages: «risk analysis» and 
«project implementation». Let us consider each of these 
stages in more detail. 
At the stage of «Risk Analysis», participants study a 
list of 40 risks, which often occur in the projects. Within 
45 minutes of training participants are encouraged to 
conduct an expert assessment of these risks, using a 
Harrington numerical scale (Table 2 and Table 3) and 
the risk matrix (Figure 4). Note that the risk matrix 
consists of four areas: 
• the area of catastrophic risks (Tigers) – these are 
the risks that may have a significant impact on the  
successful completion of the project, even to the extent 
of stopping it; 
• the area of unpredictable risks (Alligators) – these 
are the risks that may have a significant impact on the 
project, but the probability of their occurrence is lower 
compared to the catastrophic risks; 
• the area of frequently encountered risks (Puppies) 
– these include risks that have a high probability of 
occurrence, but are not able to influence significantly the 
successful completion of the project; 
• The area of minor risks (Kittens). These risks can 
be ignored because they cannot have a significant 
adverse impact on the project and have a low probability 
of occurrence. 
Table 2. The verbal numerical scale of Harrington to 
evaluate the degree of influence 
Risk impact on the 
project 
factor of 
Harrington 
according to 
PMBoK 
factor of 
Harrington 
Very High 0,8-1,0 5 
High 0,64-0,8 4 
Medium 0,37-0,64 3 
Low 0,2-0,37 2 
Very low 0,0-0,2 1 
No influence 0,0 0 
Table 3. The verbal numerical scale of Harrington to 
evaluate the probability of risk 
Probability of risk 
in the project 
Probability 
factor 
factor of 
Harrington 
Very High 0,8-1,0 5 
High 0,64-0,8 4 
Medium 0,37-0,64 3 
Low 0,2-0,37 2 
Very low 0,0-0,2 1 
No probability 0,0 0 
In the process of training participants the scale of 
Harrington was used and an expert assessment of the 
likelihood and impact of risks was conducted. Further, 
the participants conduct the conditional risk 
classification and choose seven risks, which, in their 
opinion, should be insured. 
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The second stage of the game «Project 
Implementation» (45 minutes) is focused on moving 
down the project. After each turn, the participants take a 
«risk card». Each «risk card» provides information about 
the risk, its type, and lists the requirements that players 
must meet, if they have not ensured against this risk at 
the stage of «Risk Analysis». Thus, if players in advance 
protect themselves against negative, catastrophic risks, 
then they have a chance to successfully complete the 
game process, i.e. successfully complete the project. 
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Fig. 4. The «Risk Analysis» matrix
Conclusion 
Pedagogical results of the completion of the game play 
are: 
• obtaining skills, which are necessary for the 
identification of risks; 
• developing skills in the correct formulation of the 
negative risk events; 
• formation of skills, which are necessary for 
qualitative analysis and classification of adverse risk 
events. 
Based on obtained results, we can conclude: 
1. Introduction of game tasks to the educational 
process improves the cognitive activity of the 
participants of training. 
2.Exercises in the form of the game awaken the 
creative activity of the participants of training and their 
interest in the subject under study; 
3.Acquisition of new knowledge using modern 
educational technologies and skills to work in a team 
(group) allow one to develop professional skills as well 
as general cultural competences; 
4.The results of the use of interactive technologies in 
teaching are not only focused on acquiring of knowledge 
but also on developing skills for professional activity. 
Overall, it should be noted that interactive teaching 
methods in modern conditions are very relevant. The 
need for the introduction of interactive teaching methods 
in the educational process is due to two trends. The first 
trend is a general direction of the development of 
education, which focuses not so much on obtaining 
specific knowledge but on development of practical 
skills of intellectual activity, learning skills and ability to 
process huge amounts of information. The second trend 
is connected with development of requirements for 
personal qualities of graduates, which should generate 
their optimal behavior in different situations in the 
professional field. 
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